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INTRODUCTION 


Blizzard Entertainment, Inc. (“Blizzard”), will be hosting the Overwatch Contenders Gauntlet: Europe & 
North America (the “Tournament”). The Tournament will be governed by the following: (i) the Overwatch 
Contenders Official Rules (the “Official Rules”); (ii) Blizzard’s online privacy policy (as described in Section 
12.6 of the Official Rules); and (iii) these Overwatch Contenders: The Gauntlet - South America Regional 
Rules (the “Gauntlet Rules”), unless otherwise indicated. If there is an inconsistency between these 
Gauntlet Rules and the Official Rules, the Tournament Administration shall decide in its sole discretion 
which document controls. Defined terms used in these Gauntlet Rules shall have the meanings and 
definitions ascribed to them in the Official Rules, unless otherwise noted herein. 


These Gauntlet Rules (along with the Official Rules) form a contract between Participants, on the one 
hand, and Blizzard and its affiliates who are engaged in operating Contenders, on the other hand. These 
Gauntlet Rules establish the general rules of tournament play, including rules governing tournament 
structure, points structure and prize awards. Each Participant is required to read, understand, and agree 
to these Gauntlet Rules, the Official Rules and Overwatch League Player Selection Process Authorization 
Form as a condition of participating in the Tournament. 


THESE GAUNTLET RULES AND ALL DISPUTES RELATED TO OR ARISING OUT OF YOUR PARTICIPATION IN 
CONTENDERS ARE GOVERNED BY A BINDING ARBITRATION CLAUSE IN SECTION 14 AND A WAIVER OF 
CLASS ACTION RIGHTS AS WELL AS LIMITATIONS OF LIABILITY AND RELEASE PROVISIONS IN SECTION 12 
OF THE OFFICIAL RULES. THESE CLAUSES AFFECT YOUR LEGAL RIGHTS AND REMEDIES, AND YOU SHOULD 
REVIEW THEM CAREFULLY BEFORE ACCEPTING THESE REGIONAL RULES. 


If a provision of these Gauntlet Rules is or becomes illegal, invalid, or unenforceable in any jurisdiction, 
that shall not affect the validity or enforceability in that jurisdiction of any other provision of these 
Gauntlet Rules or the validity or enforceability in other jurisdictions of any other provision of these 
Gauntlet Rules or the Official Rules. 


].ACCEPTANCE OF OFFICIAL RULES 


1.1 Acceptance. Each Participant must agree to these Gauntlet Rules to participate in Tournament. You 
may accept these Gauntlet Rules by any one of the following methods: 


e Registering to participate in the Tournament; 
e Signing a Contenders Participation Form either in print or digitally; 
e Participating in any match that is part of Contenders. 


1.2 Changes to and Enforcement of these Rules. The field of professional esports competitions is still 
relatively new and changing rapidly, and these Gauntlet Rules will evolve in real time to keep pace 
with those changes. Accordingly, in its sole discretion, Blizzard (a) may update, amend or supplement 
these Gauntlet Rules from time to time; and (b) may interpret or apply these Gauntlet Rules by 
releasing bulletins, notices, explanatory videos, online postings, e-mail and/or other electronic 
communications that provide instructions and guidance to Participants. Blizzard reserves the right to 
make any decisions on cases not specifically covered by these Gauntlet Rules to preserve the spirit of 


fair competition and sportsmanship. Blizzard’s authority, responsibility, obligations, and consent 
rights as expressed herein will be exercised in Blizzard’s sole discretion. Any material changes to these 
Gauntlet Rules will be provided to the Participants prior to the next Contenders event in which the 
changed rules will apply. Participation in Contenders will constitute acceptance of the changed rules. 
Changes to Section 14 of the Official Rules will be governed by the provisions in that section. 


2.ELIGIBILITY 


2.1 Eligibility. Eligibility for the Tournament is as set forth in Section 2 of the Official Rules. 


3. TEAMS 


3.1 Roster Requirements. 


3.1.1 


3.1.2 


3.1.3 


3.1.4 


3.1.5 


Starters. Each Team must designate six (6) starting Players. Declared rosters must comply with 
all of the provisions of this Section 3. 


Substitutes. Each Team may designate up to two (2) substitute Players. These Players may 
replace starters during the Season. Teams may utilize any available substitute who is present 
on their Roster. Substitutes may change teams between weeks. 


Roster Declaration. Players present in the game lobby during the first map selection are 
declared players for the first map of a match. Roster substitutions may be declared from this 
point on. 


Roster Changes. All roster changes must be communicated to and approved by Tournament 
Administration. Roster change requests must be made by the Team Manager and must be 
submitted before Roster Lock for the competition. New additions to a Team’s roster may not 
be publicized until Tournament Administration has approved the new player(s). This includes 
new players, coaches, managers, streaming personalities, and any other support staff that may 
be associated with the Team. 


Roster Locking. Rosters will be locked for the duration of the Tournament,, where rosters will 
be unable to be altered prior to upcoming matches. After a Roster Lock begins, rosters will not 
be available for alteration. Tournament Administration may make exceptions this due to 
unforeseen circumstances in its sole discretion. 


3.1.5.1 Roster Submissions. Rosters for the Tournament must be submitted to 
contenderssupport@blizzard.com prior to Roster Lock. As part of the roster 
submission process. New players that have not been previously cleared for 
competition may require additional screening prior to League approval. Teams are 
encouraged to submit any new player at least seven business days ahead of their roster 
submission to ensure earliest availability and clearance from the League, however 
League approval may take longer than seven business days, depending on the 
individual circumstances. 


3.1.5.2 Substitute additions. Substitutes must also be added or removed prior to these Roster 
Lock periods to be eligible for use during play. 


3.1.5.3 Roster Lock deadline. For all Contenders Teams, Rosters for the Tournament must be 
submitted no less than ten (10) business days in advance of the first match unless 


otherwise indicated by Tournament Administration. Rosters will be locked until the 
conclusion of the event. 


Example 1. Team A submits their roster for the Tournament, Team A will be able 


to make changes to their roster following the completion of the Tournament. 


3.1.5.4 


3.1.5.5 


3.1.5.6 


Post Tournament Roster Unlock. After a Team has competed in its last match of the 
Tournament, rosters will unlock. 


Rosters will not be available for changes following a Roster Lock for any reason, except 
in the event a Player is signed to an Overwatch League contract or Overwatch League 
Academy Team. In that case, Teams may add an additional player to backfill the former 
player’s position. 


Exceptional Circumstances. Tournament Administration, in its sole discretion, may 
consider an exception to a Roster Lock in extraordinary circumstances. The Team 
Manager may communicate to Tournament Administration such a request. 


3.2 Adding players to a Roster. The following outlines the process for submitting a roster addition (and 
subsequent roster changes) to Tournament Administration. 


3.2.1 


Required Information. The following is a list of required information for Players. This will need 
to be provided for every roster submission and change. 


3.2.1.1 
3.2.1.2 


3.2.1.3 
3.2.1.4 
3.2.1.5 


Player 


Full Name. 


Player Battle Tag — Example: Krusher99#9999 (This is case sensitive). If a Player 
makes a change to his or her Battletag, the change must be done prior to a Roster 
Lock. Team Captains or Team Managers must inform Tournament Administration of 
any Players on the Roster that have changed their Battletag. 


Player Twitter 
Role (DPS, Tank, Off-Tank, Support, Flex) 
3 Main Heroes Played 


Photos. Initial roster submission will require a Player photo. Player photos will need to 


be submitted no later than 5 days following the roster change. Player photos will need to be 
taken with the following guidelines in mind: 


3.2.2.1 
3.2.2.2 
3.2.2.3 
3.2.2.4 
3.2.2.5 
3.2.2.6 
3.2.2.7 
3.2.2.8 


Waist up framing 

Arms should either be folded in front or resting at the side 

Face the camera (including square shoulders/body) 

Daylight preferred (or other well-lit area) 

Make sure there are no harsh shadows on the face 

Wear Team Jersey or other non-branded color coordinated shirt 
No hats or covering of the face, including sunglasses 
Background 

3.2.2.8.1 Solid Color 


3.2.2.8.2 Green screen preferred or other bright solid color 


3.2.2.8.3 Stand around 6 feet away from the background preferred. 


3.2.3 Change Confirmation. Roster addition requests are not valid until the Team has received written 
confirmation of acceptance from Tournament Administration. 


3.3 Player Restrictions. There are several restrictions that may apply to Overwatch Contenders Players 
throughout the course of the tournament. 


3.3.1 During the tournament, Players are restricted to playing for one Region at any given time. Up 
until the last week of Gauntlet events, Players may only be present on the roster of a single 
team at any given time, including Open Division, Contenders and Trials teams. 


3.3.2 From the start of the Tournament, any substitute Player who plays at any point during a match 
will be locked to their Team Roster for the remainder of the Tournament, regardless of Region. 
For clarity, Players that are substitutes on a Team Roster will not be affected by this restriction 
until they play in a match in or after the final week of the tournament. This lock will end upon 
a team’s elimination from the tournament. 


4.TOURNAMENT STRUCTURE AND SCHEDULE 


4.1 Gauntlet Europe & North America Open Bracket. Blizzard will host an open bracket tournament 
in both the European and North American regions, capped at 256 teams per region (the “Open 
Bracket”). The top four (4) Teams from each Open Bracket will qualify for their respective region’s 
knockout stage (the “Knockout Stage). 


4.2 Open Bracket match structure and Knockout stage qualification. 


4.2.1 Open Bracket Structure. Teams in the Open Bracket will compete in a single-elimination 
style tournament. Once a Team loses a Match, they will be eliminated from the Tournament. 


Match Structure. Each match in the Open Bracket will consist of maps selected by the 
Tournament Administration from a map pool determined by Tournament Administration. A 
winner is determined by majority map wins; provided, however, that in a First to Three series, 
once a Team wins three maps in any match, that match is over and no additional maps will be 
played. 


4.2.2 Knockout stage qualification. The eight (8) Teams that competed in the Contenders Europe 
and Contenders North America November Tournament will receive direct invitations into the 
Knockout Stage. At the culmination of each open bracket, the top four (4) Teams from each 
open bracket will advance to the Knockout stage. 


4.3 Knockout stage. Twelve (12) Teams will participate in a double elimination style knockout stage.. 
Knockout stage will be structured as follows: 


4.3.1 Each match is “First-to-3" maps, except for Grand Finals, which will be a “First-to-4” maps. In the 
event of a draw on any given map, neither Team will be rewarded a win. 


4.3.2 Seeding for the Knockout Stage will be as follows: 


e The eight (8) teams from the Contenders Europe and Contenders North America November 
Tournament will be seeded in 1% through 8" seed based on their placing in that 
Tournament; and 

e The Four (4) teams from the Open Bracket will be seeded 9" through 12" based on their 
placing in the Open Bracket. 


4.3.10 


4.3.11 


4.3.12 


4.3.13 


4.3.14 


4.3.15 


In each match the higher seeded Team will select the first map of the match from 
the designated map pool. In the event of a seed tie, the first map will be selected by Tournament 
administration. 


The loser of each map will pick the next map and the winner will select whether to attack or 
defend. 


No map may be played twice in any match 


First Round. The eighth seeded Team will play the ninth seeded Team (Match 1), the fifth seeded 
Team will play the twelfth seeded Team (Match 2), the sixth seeded Team will play the eleventh 
seeded Team (Match 3), and the tenth seeded team will play the seventh seeded Team (Match 4). 
The winners of each match will advance to the Winners Bracket, Round 1; the loser of each match 
will advance to the Losers Bracket, Round 1. 


Winners Bracket Round 1, In the Winners Bracket, the winner of Match 1 will play the first seed 
(Match 5), the winner of Match 2 will play the fourth seed (Match 6), the winner of Match 3 will 
play the third seed (Match 7), and the winner of Match 4 will play the second seed (Match 8). The 
winner of each match will advance to the Winners Bracket, Round 2. The loser of each match will 
advance to the Losers Bracket, Round 1. 


Losers Bracket Round 1. In Round 1 of the Losers Bracket, the loser of Match 3 will play the loser 
of Match 6 (Match 9), the loser of Match 4 will play the loser of Match 5 (Match 10), the loser of 
Match 1 will play the loser of Match 8 (Match 11), and the loser of Match 2 will play the loser of 
Match 7 (Match 12). The winner of each match will advance to the Losers Bracket, Round 2. The 
loser of each match will be eliminated. 


Winners Bracket Round 2. In Round 2 of the Winners Bracket, the winner of Match 5 will play the 
winner of Match 6 (Match 13) and the winner of Match 7 will play the winner of Match 8 (Match 
14). The winner of each match will advance to the Winners Final. The loser of each match will 
advance to the Losers Bracket, round 3. 


Losers Bracket Round 2. In Round 2 of the Losers Bracket, the winner of Match 9 will play the 
winner of Match 10 (Match 15) and the winner of Match 11 will play the winner of Match 12 (Match 
16). The winner of each match will advance to the Losers Bracket, Round 3. The loser of each 
match will be eliminated. 


Losers Bracket Round 3. In Round 3 of the Losers Bracket, the winner of Match 15 will play the 
loser of Match 14 (Match 17) and the winner of Match 16 will play the loser of Match 13 (Match 
18). The winner of each match will advance to the Losers Bracket, Round 4. The loser of each 
match will be eliminated. 


Winners Final. In the Winners Final, the winner of Match 13 will play the winner of Match 14 (Match 
19). The winner of the match will advance to the Grand Final. The loser of match will advance to 
the Losers Bracket Final. 


Losers Bracket Round 4. In Round 4 of the Losers Bracket, the winner of Match 17 will play the 
winner of Match 18 (Match 20). The winner of the match will advance to the Losers Bracket Final. 
The loser of the match will be eliminated and will be considered the 4" place finisher. 


Losers Bracket Final. In the Losers Bracket Final, the winner of Match 20 will play the loser of Match 
19 (Match 21). The winner of the match will advance to the Grand Final. The loser of the match 
will be eliminated and be considered the 3"? place finisher. 


Grand Final. In the Grand Final, the winner of Match 19 will play the winner of Match 21 (Match 
22) in a single elimination, First-to-4 match. The winning Team will be crowned the regional 
Overwatch Contenders Gauntlet Champion while the losing Team will be the Runner Up. 


4.4 Map Pools. Map pools for playoffs will be communicated to Teams prior to tournament play. 


4.5 Ties. Tiebreaker matches will be played at the conclusion of a First to Three or First to Four that ends 
in a tie. As a result, teams will play a Best of 3 rounds on Control Maps designated by the 
Tournament Administration to break the tie and award the Match Win. 


4.6 Regional Schedule Documents. Unique scheduling documents will be provided to Teams prior to 
the event. This document will include all scheduled matches over the duration of Tournament. 


4.7 Scheduling Changes. Tournament Administration reserves the right to reorder schedule of matches 
within a given day and/or change the date of the match to a different date, or otherwise modify the 
schedule of matches. In the event that the schedule is modified, Tournament Administration will inform 
all Teams at the earliest convenience. 


4.8 Rescheduling. Rescheduling matches will not be an option for Teams for the duration of the 
Tournament. Teams are responsible for any of their own technical issues, including hardware, software, 
or internet issues. Matches are to be continued once Pause Time expires, utilizing substitute Players 
present on a Team roster when necessary. 


4.9 Participant Availability. Although the match schedule is produced prior to the event, Teams must 
be available to play at any time on a day that their match is schedule. For example, if a Team is 
scheduled to play at 1:00 PM PDT on January 7'", they must be available on January 7" to play their 
match earlier or later that day, as necessary and directed by Tournament Administration. 


5.MATCH DETAILS 


5.1 Map Rotation. The Map Pool will be predetermined for the duration of Tournament. Tournament 
Administration reserves the right to change the Map Pool at any time. When applicable, the Map 
Rotation will be provided to teams in advance of the tournament. 


5.2 Match Settings. Matches will be played on the “Competitive” Ruleset, with Skins and Kill Cam 
disabled. 


5.2.1 Sprays, Emotes, and Golden Guns are allowed. 
5.2.2 Control maps will be set to “Score to Win: 2”. 


5.3 Side Selection. For all Group stage matches, after each map is played, the losing Team will select 
whether they attack or defend at the start of the next map. For all Knockout stage matches, after each 
map is played, the winning Team will select whether they attack or defend at the start of the next map. 
Teams will be provided with a web form prior to each matchup. Team Managers will be responsible for 
completing this form for each matchup, which will reflect the team’s Side Choice for all applicable maps 
of each round in a Match. This form will be used to expedite the Side Selection process during matches. 


5.3.1 In the case of Control maps, there is no side selection. 
5.4 Initial Map Choice. 
5.4.1 Group stage. All Maps for each Match will be selected by Tournament Administration. 


5.4.2 Knockout stage. Map 1 for each Match will be selected by the higher seeded team in the 
match. In the event of a seed tie, the first map will be selected by Tournament administration. 


5.5 Gauntlet group stage Maps by Game. Map order for each game in a group stage match will be 
provided by Tournament Administration prior to the tournament. However, match order will typically 
follow the following structure: 


5.5.1 Game 1: Control 
5.5.2 Game 2: Assault, Hybrid, OR Escort 


5.5.3 
5.5.4 
5.5.5 
5.5.6 


Game 3: Hybrid, Escort, OR Assault 
Game 4: Escort, Assault, OR Hybrid 
Game 5: Control 


Group stage Tiebreaker: In case a tiebreaker map is required, Control maps will be played 
starting with the final available Control Map in the pool and repeating the original order 
thereafter. 


5.6 Knockout stage Maps by Game. Each game in a knockout stage match will follow the order 


5.6.1 
5.6.2 
5.6.3 
5.6.4 
5.6.5 
5.6.6 
5.6.7 
5.6.8 


Game 1: Control 
Game 2: Assault 
Game 3: Hybrid 
Game 4: Escort 
Game 5: Control 
Game 6: Hybrid 
Game 7: Escort 


Playoff Tiebreaker: In case a tiebreaker map is required after 5 or 7 maps have been played 
in a First to 3, First to 4 respectively, Control maps designated by the Tournament Administration 
will be played until the tie is broken. 


5.7 Side Decisions, Knockout stage Only. The Team who does not choose the map, chooses the side 
for that map. 


5.8 Next Map Choice, Knockout stage Only. Loser of a map selects the next map from the appropriate 
map pool depending per game, while the winner chooses side. 


5.8.1 In the case of Control Point Maps, there is no side selection. 


5.8.2 In the case of a Map Draw, the Team that selected the previous map selects the next map. 


5.8.3 No map of a certain type may be played twice in a series before each map of that type has been 
played at least once in the series. 


5.9 Pause Time. Pauses are only available to teams in extreme circumstances, such as technical or 
network issues. Tournament Administration should be notified of reasons for the pause and will 
determine the proper actions forward to resolve paused matches. 


5.9.1 


5.9.2 


5.9.3 


If a full six (6) man roster is unable to be maintained throughout a map due to disconnect or 
other technical issue, the map will eventually be forced to continue as normal, with Teams 
playing without members that fail to connect. 


Maximum Pause Time. Tournament Administration will allow a maximum of 10 minutes of 
pause time and 3 pauses per Map. Teams must resolve the issue within that time. Failure to 
resolve the issue will result in the continuation of the map as normal. 


Playing “Man-Down". Maps may continue with a Team playing “Man-Down” (where a player 
fails to reconnect or solve technical issues, and cannot participate in the remainder of the map). 
Maps may not begin with a team playing “Man-Down”. In the event that a Team is unable to 
field six (6) Players prior to map, utilizing any combination of Roster Starters and/or Substitutes, 
the Team will forfeit the map, and the Maximum Pause Time will be reset. 


5.10 Substitutions. Teams may utilize any available substitute who is present on the roster following 
Roster Lock. 


5.10.1 Substitutes may only be utilized in between maps during a match, and the substitution must be 
made without any delay of the match itself. 


5.10.2 Substitution requests must be sent to the Tournament Administration staff at the end of each 
map. 


5.11 Match Continuation. Teams will be required to be prepared to immediately begin the next map 
once a match has begun (i.e. the next map may begin immediately following the conclusion of the 
previous map). 


5.11.1 If a Team requests time to resolve technical issues, this must be communicated to Tournament 
Administration. 


5.11.2 Teams may not request the delay of the next map due to personal breaks. 


5.11.3 Halftime. Following the conclusion of the second Map ina First to 3 or First to 4 series, there 
will be approximately five minutes of break time for Halftime. Teams may utilize this break as 
needed, but must be ready to play the remaining maps directly following the conclusion of 
Halftime. During on-site play, Halftime breaks will occur after the 274 and 4'" maps have been 
played and will last for 6 minutes. Team Committee members may join Players on stage but 
Players will not be allowed to leave the stage for any reason. Players require an escort for a 
restroom break during on-site matches. 


6. TOURNAMENT PRIZING 


6.1 Distribution of Prize Awards. A description of the potential prizes is set forth in the chart below. 


6.2 Gauntlet play. Players will earn prizing on the basis of the Team’s final placement. The amounts set 
forth in the table below are the total amounts earned per Team. Each player who participates in a 
game during the playoffs will earn an equal share of this total amount, unless otherwise agreed upon 
between or among the Team Owner and Player(s). 


Payment distribution. The table below sets forth the amounts that will be earned by Teams during the 
Gauntlet: Europe & North America. All prizes below are in USD. 


1st $40,000 1st $40,000 
2nd $20,000 2nd $20,000 
3rd $10,000 3rd $10,000 
4th $6,500 4th $6,500 
5th $4,250 5th $4,250 
6th $4,250 6th $4,250 
7th $2,750 7th $2,750 
8th $2,750 8th $2,750 
9th $2,250 9th $2,250 
10th $2,250 10th $2,250 
11th $1,500 11th $1,500 
12th $1,500 12th $1,500 


Prizes are not transferable. All prizes are awarded “as is” and without warranty of any kind, express or 
implied. ALL TAXES, INCLUDING VAT TAXES WHICH ARE ASSOCIATED WITH THE RECEIPT OR USE OF 
ANY PRIZES ARE THE SOLE RESPONSIBILITY OF THE WINNER. All cash prizes will be paid in U.S. currency, 
and can take the form of a check or direct deposit, as determined by Blizzard. Winners will be required to 
complete and submit to Tournament Administration an IRS form W-8, form 8233, or W-9. If treaty benefits 
are applicable, a foreign person can file (Form 8233 for a nonresident alien and Form W8BEN-E for foreign 
corporations) to demonstrate that they are entitled to reduced U.S. withholding. Winners will also be 
required to complete and submit to Tournament Administration bank account and routing information to 
receive their cash prize. Additional paperwork that the Tournament Administration requests, including 
waivers and releases, must be submitted to Tournament Administration before Tournament Administration 
will provide winner with any prize. Prizes are unable to be fulfilled until conclusion of the applicable Event 
and receipt of all necessary documentation. 


